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VISITORS 



A 

Guide to 
Arendarvon 
Castle 


T 1 IE CASTLE OF ARENDARVON is probably the b 
preserved medieval castle in the whole of Great Bnt 

never seriously damaged. That, no doubt, is why Arendar 

Castle can look back on a very particular and interesting histor 

has been inhabited by many famous and powerful people. 

The Castle Museum was founded in 1968. It is well kn. 
for its large collection of medieval objects, such as its armoury, 






History 


architecture 


|0 GAIN AN INSIGHT INTO 
peculiarities of Arendarvon Castl< 
back through the centuries, to the 
ar large castles in order to live safely: 


The Exhibition 

. The Bedroom 
The Great Hall 









The Exhibition 


A part from those rooms that have been n 

stored almost exactly to their original condition an 
which will be described later, there is a small permanei 

exhibition of objects that are not strictly medieval. This exhibitic 

is situated in a special room, formerly a living-room. 








































































REGIMENT 
SLAUGHTERED 
IN MALAYA 

No-one to return 
toeaslle... .r. , 



































































Rats rove at Castle 












































12:5 The Castle-chapel 


















ABOUT 

THE SORCERERS 
OE 

ARENDARVON 

CASTLE 






































agic Signs & Alphabets 


developed in Arendarvon Casde 
by 

Dr. Th. A. T. Knowles 
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If 

Playing This Adventure-Game 
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The Computer: 










The Spells: 






The Commands: 



STRIKE 


OBJECT-HANDLING COMMANDS 





PSEUDO-COMMANDS 
























Programming The Game 


Saves the entire situation of all the persons, objects, etc. to be loaded again 


Loads a previously saved situation. After loading, the play continues from 
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THE SECRET OF ARENDARVON CASTLE 


A MICROWORLD ADVENTURE 



This adventure takes place in the remote castle of Arendarvon where a 

clues to guide you are provided in a wealth of descriptions, maps and 
problems that will confront you. 

The program listing is provided at the end of the book. The game takes the 
form of keywords which must be used to select the appropriate course of 
action. But be warned. You must be bold if you are to successfully complete 

If you enjoyed this adventure, you may be interested to know that further 
also published by Addison-Wesley. 


